Abstract. Kahoot! and Quizizz are e-learning web-apps commonly used in conducting online quizzes. This research was aimed at: (1) knowing the students' perceptions of Kahoot! and Quizizz's efficacy in a daily online quiz, (2) figuring out the students' choices and (3) finding out their reasons. The research design was qualitative research concerning phenomenological studies with a sample of 250 students of English Education Department of STKIP PGRI Trenggalek. It used a close-ended questionnaire to collect the data of the students' perceptions. Data analysis of the questionnaires was analyzed quantitatively by implementing the Likert scale. Research findings of the first questionnaire toward Kahoot! and Quizizz's efficacy gained supportive responses with a total score of 15.484. The second questionnaire toward the students' choices and their reasons resulted in the total score 15.002 (Quizizz) and 12.248 (Kahoot!). In conclusion, Quizziz was more effective to foster students' enthusiasm for learning and better than Kahoot! for some reasons.
In affinity, Quizizz is one of many awesome tools for class quiz games [8] . Quizizz is as a fun multiplayer game platform or application classroom activity for quiz-games which students become a controller of their pace on game classroom activity [9] . Similar to Kahoot!, Quizizz also has some features are very salient more than Kahoot!. Quizizz provides students' answerpace to appear on each students' screen, so they can answer questions at their own pace and review their answer at the end [10] . Research on online quizzes as a teaching and assessment tool strictly conclude that the combination of quizzes with instructional activities/teaching strategies is favorable [11] . It helps students appertain to quiz appreciation, learning effort, learning motivation, activities involvement and academic achievement.
Due to the inclusion of Information and Communication Technology (ICT) in education and in making students enthusiastic, the English Education Department of STKIP PGRI Trenggalek has been attempting to implement Kahoot! and Quizizz in TLP especially in conducting quizzes. However, the implementation of those e-learning web-apps have not been figured out their efficacy and which one is better in making students' motivated based on the students' perspectives. Although, Kahoot! and Quizizz have slightly different features; the lecturers remain using them as e-learning web-app variations to quizzes in TLP.
With regards to some research reports on Kahoot! and Quizizz and in an attempt to prove out and compare the efficacy of Kahoot! and Quizizz, the present research tries to answer the following questions: (1) how are the students' perceptions of the Kahoot! and Quizizz's efficacy in their daily online quizzes?, (2) which one of the two e-learning web-apps (Kahoot! and Quizizz) do they think better?, and (3) Why do the students think so?
METHODOLOGY
The researchers utilized a qualitative research method concerning a phenomenological study to address the three research questions. A phenomenological study is designed to describe and interpret experience by determining the meaning of it as perceived by the people who have participated [12] .
This research involved 250 students of English Education Department of STKIP PGRI Trenggalek, East Java, Indonesia by the end of the odd semester in the 2018/2019 AY. The students consisted of 182 females and 68 males taking lectures implemented Kahoot! and Quizizz in their daily online quizzes once a week of each platform, within one semester. Thus, the students had 14 Kahoot!s and 14 Quizizzs on average in one semester. Also, the web-app online quizzes (Kahoot! and Quizizz) were done in the multimedia laboratory, so there was not any issue concerning the internet connections.
The researchers collected the data of the students' perceptions of the Kahoot! and Quizizz's efficacy in their daily online quizzes, their choice between Kahoot! and Quizizz and the reasons for the choice from questionnaires. The questionnaires were divided into two; to have a depiction of the students' perceptions of the Kahoot! and Quizizz's efficacy in their daily online quizzes, and to figure out the students' choice between Kahoot! and Quizizz, and find out the reasons for the students' choice as well. Meanwhile, the perception in this research carries the meaning of the experience of the object, events, or the relationships obtained by inferring the information and interprets the message with the help of the senses [13] [14] [15] .
Further, to assess the validity and reliability of the instruments, the researchers had piloted them before they were implemented to all of the students. By incorporating the Pearson Product Moment correlation at 5% level of significance (α), the researchers randomly took 60 students as the samples to test the validity of 45 items of the questionnaire. As a result, the coefficient of Pearson Product Moment correlation resulted from rC (count) 0.254 which was higher than the rT (table) . Further, the reliability of the instruments was tested by incorporating Alpha Cronbach Formula. The result of the reliability test of 60 question items was 0.974. The questions (instruments), they are said reliable if their Alpha Cronbach's score is higher than 0.7. Therefore, the research instruments were valid and reliable.
To analyze the collected data from the questionnaires, the researchers made use of Likert scale requiring the respondents' perceptions and/or opinions in the form of five statements [16] ; Strongly Agree (SA), Agree (A), Neutral (N), Disagree (D), and Strongly Disagree (SD) of the 250 students toward Kahoot! and Quizizz's efficacy (Q1), their choice between Kahoot! (K) and Quizizz (Q) and the reasons for the choice (K or Q).
Then, the researchers carried out the following procedures in analyzing data from the Likert Scale. Table 2 and figure 2 below summarize the result the students' perceptions of Kahoot! and Quizizz's efficacy in their daily online quizzes. By referring to the table 2 and figure 2, it proved that the incorporating Kahoot! and Quizizz as web-apps in the students daily online quizzes was effective. Fortunately, the need for Kahoot! and Quizizz in the students' daily online quizzes was one point on which they do really agree. It resulted in a total score of 15.484 in the 'strongly agree' range of the score interpretation. From the given table, the questionnaire item number 6 got the most supportive response from the students (1175, strongly agree). It implied the students were challenged to compete by answering the questions as fast as possible to lead the leaderboard. It was also supported by the questionnaire item number 8 (1133, strongly agree) as the 2 nd highest score which says "I like the collaboration & competitiveness in Kahoot! and Quizizz sessions". Meanwhile, the lowest score was gained by the questionnaire item number 2 (893, Agree/nearly neutral) which says I "look forward to playing Kahoot! and Quizizz". It implied that the students were eager to have other Kahoot!s and Quizizzs in the next quizzes sessions, however, if it is seen in a different view as the lowest score and since the inclusion of Kahoot! and Quizizz in the next quizzes sessions, here, the item result number 2 strengthened the second research aim to be answered which was to figure the students' choice between Kahoot! and Quizizz.
FINDINGS AND DISCUSSION
Regarding table 2 and figure 2 as a partial result of the present research, it is not hesitant to say that the implementation of Kahoot! and Quizizz as the daily online quizzes brings an overwhelming efficacy. This result has supported and strengthened other researches on the inclusion of ICT in TLP. However, the present research once proved that Kahoot! and Quizizz are engaging, addicting and motivating the students. Kahoot! and Quizizz make them pay more attention during lectures in the classroom as well as their autonomous learning at home. figure 3 display the summary of the Students' perceptions of Kahoot! and Quizizz in their daily online quizzes (K and Q) and the comparison of the total score in the Continuum Diagram of Kahoot! (K) and Quizizz (Q). 1,2,3 However, the slight range between Kahoot! and Quizizz were able to reveal the students' preference for Quizizz over Kahoot!. Focusing on the last questionnaire item of each in which explicitly states "Kahoot! is better than Quizizz" and the contrary, the Kahoot! has gained a total score of 585 and the Quizizz 1014. Hence, the students believe that Quizizz is a better choice for the web-app online quizzes than Kahoot!.
To explain further, regarding to table 3 and 4; item comparison between Kahoot! (K) and Quizizz (Q), here some reasons reveal the students' preference for Quizizz over Kahoot!. First, Quizizz is more exciting, interesting, motivating & fun (Q1 = 1104, K1 = 980); second, Quizizz is more addictive (Q2 = 1079, K2 = 857); third, Quizizz make students more confident/positive (Q3 = 1014, K3 = 897); fourth, Quizizz is more eager (Q5 = 1095, K5 = 974); fifth, Quizizz creates more energetic classroom atmosphere (Q6 = 985, K6 = 979); sixth, Quizizz allows students to finish the quiz more independently (Q7 = 1063, K7 = 572); seventh, Quizizz makes students more focus in doing the quiz (Q8 = 983, K8 = 721); eight, Quizizz results more fair and objective score (Q9/10/12 = 1018, K9/10/12 = 747); ,ninth, Quizizz is more familiar and simpler (no need more body movements) (Q13 = 943, K13 = 871); lastly, the tenth, Quizizz questions feedbacks (memes) are more engaging (Q14= 1014, K14 = 683) .
Despite all reasons why Quizizz is better than Kahoot!, the findings of the research had also proven a students' preference for Kahoot! over Quizizz and some students' nearly the same preferences. Kahoot! is more collaborative & competitive (Q = 742, K = 1040), then, Kahoot! is as energetic as Quizizz, Kahoot! has some same special challenging features with Quizizz, and Kahoot! is as familiar as Quizizz.
Given the results of the research, it is noteworthy to discuss with the related theories. As mentioned by a recent study on ICT, the functions of ICT in education especially for students are replacing the orthodox method of teaching-learning, to be an effective assisting tool to write assignments, collecting data and search engine for research, making students as an independent learner, providing the platform for online discussion and free consultation with subject experts, making the real classroom and source to run a global varsity by the global teacher to the global students [17] . Meanwhile, it has proven that the students made a positive perception of the effectiveness of online quizzes towards language skills and components [18] . They find the student positively appreciate the online quizzes' feedback; the students are motivated and encouraged. Moreover, the presence of the quizzes was essential to help students to be in contact with the subject, and to feel more confident to take the quizzes. Similarly, the present research has proved that incorporating Kahoot! and Quizizz brings overwhelming efficacy. Fortunately, the need for Kahoot! and Quizizz in the students' daily online quizzes was one point on which they do really agree. However, the present research once also has proven that Kahoot! and Quizizz are engaging, addicting and motivating the students to learn and achieve more. In line with it, motivated learners tend to show a favorable attitude toward the subject, engage and interest to shows favorable attitude and will to exert the goal of learning [19] .
To discuss further, is Quizizz better than Kahoot? Some reasons why Quizizz is better than Kahoot for the students [8] [9] [20] . First is the engagement; Quizizz is more engaging for it does not split the students' concentration during the quiz. It allows the students to see the questions and all possible answers on their own devices and it is likely students self -directed quiz which the students might complete the quiz at their own speed and therefore remain highly engaged during the quiz. Second, a more fair result; questions and answers are shuffled for each student. Therefore they have no chance to cheat each other. Third, since the questions and answers are shuffled for each student, they keep focusing on doing their own work. Fourth, more entertaining. Quizizz has memes, funny pictures shown after each question, as the questions' feedbacks. In these lines, from the students' view as the result of the present research, students' preference for Quizizz over Kahoot! has some reasons. First, Quizizz is more interesting, motivating and fun. Second, Quizizz is more addictive. Third, Quizizz makes students more confident/positive. Fourth, Quizizz makes students more eager to grasp the lessons in the classroom or autonomous learning at home. Fifth, Quizizz creates a more energetic classroom atmosphere. Sixth, Quizizz allows students to finish the quiz more independently. Seventh, Quizizz makes students more focus on doing the quiz. Eight, Quizizz results from a more fair and objective score. Ninth, Quizizz is more familiar and simpler (no need more body movements). Lastly, the tenth, Quizizz questions' feedbacks (memes) are entertaining.
CONCLUSIONS
Hence, the conclusion hold is incorporating Kahoot! and Quizizz as the inclusion of ICTs or web-apps in the students daily online quizzes brings an overwhelming efficacy, Quizizz is better than Kahoot and the students' preference for Quizizz over Kahoot! has some reasons. The need for Kahoot! and Quizizz in the students' daily online quizzes was one point on which they do really agree. Kahoot! and Quizizz are engaging, addicting and motivating the students to learn and achieve better. However, from the students' view, the absence of Kahoot!'s features make them not a better choice than Quizizz. The one and the principal point that makes Kahoot! is not a better choice than Quizizz is its application that also affects others. Kahoot! is designed to show multiple choice questions on a large screen, and the students respond by clicking buttons on their devices that correspond to the answers they want to choose all at the same time with the same questions and possible answers. Kahoot! can get a little nasty when everyone looking on the screen and celebrating at the same time. However, this design might unite the lesson and encourage players to look up. So, if the goal is active classroom engagement, then Kahoot is probably the better choice. Despite all reasons why Quizizz is better than Kahoot!, the findings of the research proved the students' preference for Kahoot! over Quizizz which Kahoot! is more collaborative & competitive. Kahoot!'s feature (live game -team mode) allows the students to lively collaborate and compete among groups in an energetic classroom atmosphere as well.
